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50 



51 



Define the physical parameters of 
the model 



52^ 



Run a Monte Carlo test to 
determine the probability of each 

outcome, using a random 
sampling of starting conditions. 



No. 

Alter the model 
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55- 



Assign a win amount to each 
outcome 



Determine the paytable 
percentage. It is the sum of all 
outcomes' probabilities multiplied 
by the outcomes' win amounts. 



No. 
Alter the 
win amounts 
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Randomly choose a set of initial 
61 parameters (e.g.; speed, angle 
and spin of the ball). 



62- 



Run the physical model until the 
game ends. 



63 



Evaluate the end state of the 
game to determine what outcome 
was produced. 



64- 



Look up the outcome in the 
paytable and get the win amount. 



65- 



Award the player the amount 
dictated by the paytable. 



^ Done ^ 
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Define the physical parameters of 
the model 



72^ 



Create a list of allowed initial 
conditions, Determine, via the 
model, the outcome for each set 
of initial conditions. 



No. 
H 




Alter the model or the 
list of initial Conditions 



Assign a win amount to each 
outcome 



75- 



Determine the paytable 
percentage. It is the sum of all 
outcomes' probabilities multiplied 
by the outcomes' win amounts. 



No. 
Alter the 
win amounts 
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Randomly choose a set of initial 
parameters (e.g.; speed, angle 
and spin of the ball) out of the list. 

If the list has weighted 
probabilities, use them to select 
the set of initial conditions. 



82- 



Run the physical model until the 
game ends. 



Evaluate the end state of the 
83 game to determine what outcome 
was produced. 



84- 



Look up the outcome in the 
paytable and get the win amount. 



85- 



Award the player the amount 
dictated by the paytable. 



Done ^ 



FIG. 7 




Slot 4 



FIG. 8 



Start y 



90 



91- 



92- 



93- 



Define the physical parameters 
of the model 



Develop a list of paths for the 
object to take. Assign 
probabilities to each path. 



Determine the distribution of 
outcomes' (see "Discrete Paths- 
Determining Distribution of 
Outcomes") (FIG.10) 




No. Alter the model or 
the paths and probabilities 
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96> 



Assign a win amount to each 
outcome. 



Determine the paytable 
percentage. It is the sum of all 
outcomes' probabilities multiplied 
by the outcomes' win amounts 




No. 

Alter the win amounts 
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106' 



Assign a probability of 0% to each 
point. Store a true/false flag to tell if 
each point has been evaluated. 
Initially set the flag to false. 






Store each path's probability, as well 

as a true/false flag to tell if it has 
been evaluated. Initially set the flag 
to false. 






Assign a probability of 100% to the 
route starting point. 






Find a point that has not been 
evaluated, which has no paths 
leading to it or where all the paths 
leading to it have been evaluated. 







Set the point's probability to the sum 
of the probacies of all paths that 
lead to the point, or if there are no 

paths leading to this point, leave the 
point's probability unchanged. Set 
the point's "evaluated" flag to true. 



For each path leading away from the 
point, multiply that path's probability 
by the point's probability and store 
the products as the path's new 
probability. Then, set the path's 
'evaluated" flag to true. 




108- 



The probability of each outcome is 
equal to the probability of the route 
endpoint that leads to that outcome. 



FIG. 
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Randomly choose a path leading 
away from the current point, 
using the probabilities of the 
paths. 

i 



Traverse the chosen path to the 
point it leads to. 





Evaluate the point to determine 
the final outcome. 










Award the player the amount 
dictated by the paytable. 







^ Done ^ 
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^ Start ^ 



Create a list of outcomes. 
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122- 



Assign a possibility to each 
outcome. 




No. 

Alter th e list of 



outcomes or the 
outcomes' probabilities. 
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125- 



Assign a win amount to each 
outcome. 



Determine the paytable 
percentage. It is the sum of all 
outcomes' probabilities multiplied 
by the outcomers' win amounts. 
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131^ 


Randomly draw a final outcome, 
based on the probabilities of the 
outcomes. 
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Randomly generate a set of final 

conditions. If the paytable 
contains a list of final conditions 
to choose from, randomly choose 
a set of final conditions from the 
list. 








133-^ 


Run the model backwards to 
derive the set of initial conditions. 








134^ 


Play the game using the derived 
initial conditions. /he game will 

end with the chosen final 
conditions and the chosen final 
outcome. 








135-^ 


Award the player the amount 
dictated by the paytable, for the 
final outcome that was chosen. 









Done 
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140 



Randomly draw a route end point, 
based on the probabilities in the 
paytable. Note the implied final 
outcome. 
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Out of the list of paths that lead to 
the point, randomly choose one, 
according the probabilities 
assigned to the paths. 



Traverse the path to its starting 
point. Record the path as part of 
the route to be used. 




Yes 
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146- 



Play the game from start to finish 
using the recorded route. 






Award the player the amount 
dictated by the paytable, for the 
final outcome that was chosen. 







Done ^ 
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